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WARNING: REAP BEFORE USING YOUR 
SEGA VIDEO GAME SYSTEM. 

A very small percentage of individuals may experience epileptic seizure:, 
when exposed to certain light patterns or flashing lights. Exposure to certain 
patterns or backgrounds on a television screen or while playing video game, 
may induce an epileptic seizure in these individuals. Certain conditions 
may induce previously undetected epileptic symptoms even in persons 
who have no history of prior seizures or epilepsy. If you, or anyone in your 
family, has an epileptic condition, consult your physician prior to playing. 

If you experience any of the following symptoms while playing a video 
game — dizziness, altered vision, eye or muscle twitches, loss of awareness, 
disorientation, any involuntary movement, or convulsions — IMMEDIATELY 
discontinue use and consult your physician before resuming play. 


WARNING TO OWNERS OF PROJECTION TELEVISIONS: 

Still pictures or images may cause permanent picture-tube damage or 
mark the phosphor of the CRT. Avoid repeated or extended use of video 
games on large-screen projection televisions. 


This official seal is your assurance that this product meet'. 
, Mm the highest quality standard of SEGA.™ Buy games and 

accessories with this seal to be sure that they are compatible 
, ' ‘ with the SEGA SATURN™ SYSTEM. 


Handling Your Compact Disc 

The Sega Saturn disc is intended for use exclusively in the Sega 
Saturn™ system. 

Do not bend it, crush it, or submerge it in liquids. 

Do not leave it in direct sunlight or near a radiator or other source 
of heat. 

Be sure to take an occasional recess during extended play, to rest 
yourself and the Sega Saturn compact disc. 

Keep your Sega Saturn compact disc clean. Always hold by the edges, 
and keep it in its case when not in use. Clean with a lint-free, soft dry 
cloth — wiping in straight lines from center to edge. Never use solvents 
or abrasive cleaners. 

This product has been rated by the Entertainment Software Rating Board. 
For information about the ESRB rating, or to comment about the appropri 
ateness of the rating, please contact the ESRB at 1-800-771-3772. 
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During Gameplay 

Move player 

D-Pad 

Pause game 

START 

Turbo mode (burst of speed) 

Right SHIFT 


Offense-with the ball 

Shoot (press to jump; release to shoot) 

A 

Pass (D-Pad to choose receiver) 

B 

Crossover dribble (if available) 

C 


|| If you catch a pass when you are stationary in the low post, D-Pad 
to swivel on your pivot foot for post-up moves. To move normally 
again, press Right SHIFT. 


Offense-without the ball 


Switch players (D-Pad to choose Player) 

B 


Jump/Rebound/Tip-in C 


If you don’t press the D-Pad when switching players, you take control 
of the player with the ball (if the ball handler is human-controlled, you 
control the player nearest the ball). 


Defense 

Attempt steal 

A 

Switch players (D-Pad to choose player) 

B 

Jump to rebound or block shot 

C 
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Play Calling 

Call offensive or defensive set/ 
play corresponding to selected button 

Press X, Y, or Z 

Call offensive or defensive quick play 
corresponding to selected button 

Press Left SHIFT + X, Y, or Z 


Menu Controls 

Move highlight up/down 

D-Pad J 

Change highlighted option 

D-Pad 

Continue/accept changes 

START 

Return to previous menu 

X 

Select highlighted option; 
toggle between home/visitor teams 

B 

Access the Help menu 

Z 


On every court, there are players and. ..everyone else. Players create. 
Players push the game beyond expected boundaries. 

In the arena of interactive b-ball, there’s only one player: NBA Live 97. 

Real 5-on-5 hoops, with all 29 NBA teams, complete rosters, and authentic 
strategy. 

Be a player. Play NBA Live 97. 

□ Over 300 real NBA players (including rookies) with complete 1995 — 
1996 stats. 

□ Textured polygon players with authentic motion captured animations. 

□ Customizable views, including highlights and close-ups. 

□ Strategy features, including animated play diagrams and individual 
defensive pressure options. 

□ Ability to create and modify custom players. 

ABOUT THIS MANUAL 

Thanks to the NBA Live 97 Help system, we’ve structured this manual 
to include more why and what information and less how information. 

Our emphasis is on what the menu screens do and why you might want 
to choose different options rather than what buttons you must press. 

If you’re not sure which buttons to press in a menu screen, press Z 
to get Help. 

For more information about this and other titles, visit EA Sports™ on the 
web at www.easports.com. 
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1. Make sure a control pad is plugged into the port labeled Control 1 
on the Sega Saturn system. 

2. Open the disc tray and place the disc inside. 

3. Turn ON the power switch on your Sega™ Saturn™ system. 

4. At the NBA Live 97 title screen, press START to advance to the 
Game Setup screen. 

©iSiSt 

GAME SETUP MENU 

Use the Game Setup menu to choose the game mode, style, and difficulty 
you want. 



D-Pad <-4 to 
highlight menu items. 

D-Pad «-► to change 
highlighted item. 

Press B to select 
highlighted menu 
option 

Press START to 
proceed. 

Press Z to get Help 
on how the buttons 
work. 
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Menu Controls 

Move highlight up/down 

D-Pad | 

Change highlighted option 

D-Pad 

Continue 

START 

Return to previous menu 

X 

Select highlighted option; 

Toggle between home/visitor teams 

B 

Access the Help menu 

Z 


Note: Default options are listed in bold type in this manual. 


MODE 


STYLE 


LEVEL 


QUARTER 

RULES 

OPTIONS 

ROSTERS 


USERS 


EXHIBITION: Play a single game with any NBA or 
All-Star teams. 

SEASON: Start a new Season where you control your 
favorite NBA team. See Season Play on p. 22. 

PLAYOFF: Start a new Playoff tournament with any 
NBA teams. See The NBA Playoffs on p. 25. 

ARCADE: Up-tempo basketball where the players never 
tire, get injured, or foul out. 

SIMULATION: Absolute realism. Players tire, get injured, 
and foul out; and you must substitute accordingly. 
CUSTOM: Use last Rules menu settings for rules and 
simulation options. 

ROOKIE: The easiest difficulty level. It’s easy to score, 
and the computer team isn’t too hard on you. 

STARTER: Average difficulty. The computer plays 
tougher D. 

ALL-STAR: It’s difficult to make steals or block shots, 
and the computer offense and defense are cranked up. 
The length of a quarter can be set to 3, 5, 8, or 12 MIN. 
Go to the Rules menu. See Rules Menu on p. 6. 

Go to the Options menu to set sound and display 
options. See Options Menu on p. 7. 

Go to the Rosters menu to view/reorder rosters, make 
trades, create players, and more. See Roster Setup 
Menu on p. 19. 

Go to the User Stats screen to view records for saved 
user names. 
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LOAD Go to the Load Game screen to load saved games from 

RAM or backup RAM Cartridge. 

To toggle saved Season/Playoff games, D-Pad <-*■. 

|| To select a game, D-Pad t- 

|| To load a selected game, press B. 

|| To erase saved Season/Playoffs, highlight the file you 
want to erase and press A. A prompt appears to confirm 
your choice. 


RULES MENU 

Use this menu to set custom rules and simulation options. Default 
(Arcade) settings are listed in bold. 

CURRENT RULES Cycle SIMULATION, CUSTOM, and ARCADE rules. 

DEFENSIVE This Slider (OFF by default) sets defensive foul 
FOULS sensitivity. As the bar is filled, more fouls are called. 

OFFENSIVE This slider (OFF by default) sets defensive foul 
FOULS sensitivity. As the bar is filled, more fouls are called. 

FOUL OUT Toggle foul out ON/OFF. If ON, players are ejected after 

their sixth foul. 

OUT OF BOUNDS Toggle out of bounds calls ON/OFF. 

BACKCOURT Toggle backcourt calls ON/OFF. 

TRAVELING Toggle traveling calls ON/OFF. 

GOALTENDING Toggle goaltending calls ON/OFF. 

3 IN THE KEY Toggle three second calls ON/OFF. 

INBOUND CLOCK Toggle 5 second inbound clock ON/OFF. 

HALF COURT Toggle 10 second backcourt clock ON/OFF. 

CLOCK 

SHOT CLOCK Toggle 24 second shot clock ON/OFF. 

INJURIES Turn player injuries ON/OFF. When Injuries are ON, every 

time a player gets knocked down there is a slight 
chance he will be injured. In an Exhibition game, an 
injured player is only affected during the current game. 

FATIGUE Toggle player fatigue ON/OFF. When ON, players tire and 

you must substitute accordingly. 
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OPTIONS MENU 

Set sound and control options. 

MUSIC VOLUME Adjust the music volume. 

SPEECH VOLUME Adjust the in game speech volume. 

SF/X VOLUME Adjust the sound effects volume 
CROWD VOLUME Adjust the crowd volume. 

IN-GAME SPEECH Toggle the game announcer ON/OFF. 

KEEP SCORES Toggle Computer Assistance ON/OFF. When ON, the 
CLOSE computer increases the statistical percentages of the 

team that’s behind to help them get back in the game. 
SLOW MOTION Toggle automatic slow motion for spectacular slams 
DUNKS ON/OFF. 

PLAYER Cycle the text that appears below human-controlled 

INDICATOR players— NAME, NONE, POSITION (PG, SG, etc.), 

POSITION #, or PLAYER #. 

SCORE OVERLAY Toggle continuous score display during gameplay 
ON/OFF. 


TEAM SELECT SCREEN 

The Team Select screen appears before every Exhibition game. The visiting 
team is displayed on the left side of the screen, and the home team 
appears on the right. Team ratings appear below the team names. 

To toggle the highlight between the home and visitor teams, press B. 

m To change the highlighted team, D-Pad to cycle through NBA and 
All-Star teams. 

# To go to the Team Info screen to view information for the highlighted 
team, press C. 

Team Info options: 

|| To cycle through NBA teams, D-Pad <->■, 

|| To see more info, D-Pad 

Press START to continue. The User Setup screen appears. 

USE!! SETUP SCREEN 

A Control Pad icon for each of the Control Pads that can be plugged into 
the system appears on this screen. In addition to selecting the team each 
player controls, you can create and select user names so your user stats 
can be tracked. Up to 10 user names can be stored. 
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|| To change the setting for your Control Pad, D-Pad <-> to position the 
controller symbol under either team to select that team, or in the 
middle to select computer control. 

m To cycle through user names, D-Pad |. Press START to select the 
highlighted name. 

# When all players have selected their user names, press START 
to continue. The pregame introduction screens appear. 

To delete an existing name: 

ill* Highlight a user name and press A. 

To edit an existing name: 

1. Highlight the user name you want to change and press B. 

To select a letter, D-Pad t, 

€* To move the cursor to the right, D-Pad 
|| To delete a letter, D-Pad . 

2. When you’ve entered the last letter, press B to enter the name. 
Press START, and the pregame introduction screens appear. 

To enter a new player name: 

1. Highlight NEW USER and press B. 

|| To select a letter, D-Pad t- 

# To move the cursor to the right, D-Pad — >. 

|| To delete a letter, D-Pad 

2. When you’ve entered the last letter, press B to enter the name. 
Press START, and the pregame introduction screens appear. 
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PREGA61E INTRODUCTION 

Before the game, the pregame introduction screens set the stage for the 
basketball action to follow. First, the Game Introduction screen announces 
the teams and home court. 

m Press START to continue. The Starting Lineup screen appears, 
ill The Starting Lineup from both teams are introduced. Press START 
to go directly to the tip-off. 


THE TIP-OFF 

Every game starts with a tip-off between the centers. 
|| To jump for the tip-off, press C. 


wmmm® 

You control the man over the control symbol. Depending on which Control 
Pad you’re using, the symbol has a different color: if your player is off- 
screen, an arrow the same color as your control symbol points toward 
him from the edge of the screen. D-Pad in the opposite direction to bring 
him back onscreen. 

Just like in the NBA, offense and defense require different skills in NBA 
Live 97. While the D-Pad is always used to move your player, the buttons 
have different functions on offense and defense. Learn the controls first, 
then you can focus on your basketball skills and strategy. 

OFFENSE 

MOVING WITH AND WITHOUT TOE BALL 

|| Press the D-Pad in the direction that you want to move. You continue 
to move and dribble as long as you hold down the D-Pad. When you 
release the D-Pad, you stop moving, but maintain your dribble. 

* Once you leave your feet to shoot you must release the ball before you 
land, or the refs call traveling. 

|| To run faster, hold down Right SHIFT while moving. This kicks you into 
Turbo mode, where you may be able to catch another player from 
behind or make a lightning drive to the bucket. 

d\T 1P When FATIGUE is ON, Turbo mode wears out your players in a 
hurry, so use it sparingly. 

• To perform post-up moves, you must catch a pass when you are 
stationary in the low post area. When you press the D-Pad, the player 
swivels on his pivot foot rather than running and dribbling. To move 
normally again, press Right SHIFT. 
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PASSING 

To pass to the closest receiver, press B. 

|| To retain control of the passer (perfect for give and go plays), hold B 
until the receiver catches the ball. 

To pass to a specific player, D-Pad to aim the pass while pressing B. 

|| To call for a pass when you don’t have the ball, press C. If a computer- 
controlled player has the ball, he passes it to you. If your buddy has 
the ball, C has no effect. 

To throw an alley-oop pass, throw the ball to a player with a clear path 
to the basket. If he is in a position to jump for an alley-oop (and has 
the ability to make the play), an alley-oop is automatically executed. 

£?\TIP Since you can throw the ball faster than you can run, passing 
is the quickest way to move the ball on the court. 

SHOOTING 

Players shoot differently depending on who and where they are. For 
instance, when shooting from the outside, the player will try a jumpshot. 
Closer in, and he may try a hook shot. Near the hoop he’ll try one of 
a variety of slams (assuming he can slam) or layups. 

To shoot, press and hold A. Release the ball at the top of your jump 
by releasing the button. 

To fake a shot, tap A. 

£j\T!P You’ll shoot more accurately if you get your feet set before you 
shoot and release the ball at the top of your jump. 

Note: If the SFIOT CONTROL setting in the Options menu is set to 
AUTO, simply press A to shoot — how long you hold the button 
doesn’t affect the shot. 

airy TIP If you press B before your player shoots, you can still pass the 
ball after you leave your feet to shoot. 

REBOUNDING AND TIP-INS 

When you don’t have the ball, you can crash the boards. If your player has 
good position, he automatically tries to tip the ball back in the basket. 
m To jump to grab a rebound or tip the ball in, press C. 
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24 SECOND SHOT CLOCK 

From the moment you gain possession of the ball, you have 24 seconds 
to get off a shot that hits the rim. Each time the ball hits the rim or a 
change of possession occurs, the clock is reset. The 24 second clock 
appears when there are 10 or fewer seconds left. 

□ If you don’t get a shot off before the 24 second clock expires, the refs 
call a shot clock violation, and the other team gets possession. 

DEFENSE 

Defense wins games. Period. You can score all day, but you won’t win 
many games unless you can stop the other team. 

SWITCHING DEFENDERS 

You can switch to the defender nearest the ball at any time, assuming 
he isn’t controlled by another human player. 

O To take control of the defender closest to the ball (between the ball 
and basket), press B (without pressing the D-Pad). 

* To take control of a specific defender, D-Pad in the direction of the 
defender and press B. 

£J\TIP Your first order on defense is to stop the ball, so get a man 
on the ballhandler before he reaches the top of the key. 


STEALS 

Tap A when near the ballhandler to try for a steal. 

eATBP You have to be close to the man with the ball to pull off a steal, 
but don’t get too aggressive, or you may get whistled for a foul. 

SHOT BLOCKING AND REBOUNDING 

Just as players shoot differently in different situations on offense, defen- 
sive players react differently when they jump on defense. If you jump near 
a player who’s shooting, your player tries to block the shot. If you jump 
near a ball coming off the rim, your player tries to pull in the rebound. 

# To jump to reject a shot or work the glass, press C. 

£?\IIP Don’t jump for the ball too quickly after a shot, or you may get 
called for goaltending. 


12 


SPORTS. 


g H $, a e w s 


INFRACTIONS 

When the refs spot an infraction on the court, they blow the whistle to 

stop play, and the violation is displayed onscreen. 

FOULS 

Players get to take free throws as follows: 

□ When a player is fouled after the defense commits 5 or more team 
fouls in a quarter, the fouled player gets 2 free throws. Offensive fouls 
don’t count as team fouls. 

□ When a player is fouled in the act of shooting, he goes to the line. 

If the basket is good-the basket counts, and the player gets one free 
throw. If the shot missed, the player gets two free throws (three if he 
was fouled while shooting a three-pointer). 

□ After a flagrant foul, the fouled team gets two free throws plus 
possession of the ball. 

□ When a player fouls out the computer automatically subs in a new 
player. 

FREE THROWS 

Use the T-Meter’“ to aim your shots from the free throw line. 

Distance 

Press A to stop the 
ball in the center of 
the meter 
Left/right aim 



The ball moves left/right on the horizontal bar to control the left/right 
accuracy of your shot. 

|| Press A when the ball is in the center of the bar to aim your shot. 

The ball moves up/down on the vertical bar to control the distance of your 
free throw. 

|| Press A when the ball is in the center of the vertical bar. The player 
shoots the ball. Normal play resumes after the final free throw. 
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The speed the basketball cursor travels on the bars of the T-Meter is 
controlled by the player’s Free Throw rating — the better the rating, the 
slower the ball travels. 



FLAY CALLING 

You can assign three different sets and/or specific plays or Quick Plays 
for both offense and defense from the Strategy menu, and then call them 
on the fly during the game. See Strategy Menu on p. 15 for instructions 
on selecting sets and plays. 

To call the set/play assigned to X, Y, or Z, press X, Y, or Z. 

If your team has possession of the ball, an offensive play is called; 
on defense, a defensive play is called. 

|| To call the Quickplay assigned to X, Y, or Z, press Left SHiFT + X, Y, 
or Z. If your team has possession of the ball, an offensive play is 
called; on defense, a defensive play is called. 

9 Follow the steps from the animated diagram to execute the play. 
Computer-controlled players will move as outlined on the diagram, 
but you must control the actions of the ballhandler. 

»\T!P The plays and sets are guidelines, but NBA players aren’t 

robots — you make the play happen. We’ve drawn the X’s and O’s, 
but it’s up to you to orchestrate your team. 


PAUSE MENU 

The Pause menu appears whenever you press START during a game. You 
must pause the game to call a time out, make a substitution, or choose 
from other menu options. The TIME OUT and SUBSTITUTION options are 
not always available — for instance, you can make a substitution only 
when the play clock is stopped. When options are dimmed, they cannot 
be selected. 
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INSTANT REPLAY 

When you need to see that soaring alley-oop one more time, you can 
replay the last few seconds of game action. 



Tap <-> to move 
by frame. 

Press C to fast 
forward. 

Press A to rewind. 
Press B to play. 


# To move the replay camera to lock onto a player or the ball, hold X 
and D-Pad in any direction. A cross appears over a player when the 
camera is locked on him. This function is available on all cameras 
except Behind, Highlight one, two, and three. 

# To cycle through camera angles, press Right SHIFT/Left SHIFT. 


TIME OUTS 

You can pause the game at any time, but you must have possession of 
the ball to call a time out. The number of time outs remaining is listed 
after TIME OUT in the Pause menu. Each team gets 7 time outs per game. 
(If you call a time out after your 7 are exhausted, a technical foul is called 
and the other team shoots a free throw — but the clock is stopped.) 


To call a time out: 

Select TIME OUT from the Pause menu. The SUBSTITUTION option 
becomes available if it wasn’t already. 

SUBSTITUTION 

You can make player substitutions when the play clock is stopped by a 
time out or by a violation such as a foul or out of bounds. When the clock 
is not stopped, the SUBSTITUTION option isn’t available. 

To make a substitution: 

1. When the clock is stopped, select SUBSTITUTION from the Pause menu. 
The Substitution screen lists the 5 players currently in the game. 

2. To highlight a player for substitution, D-Pad 

3. To substitute for the highlighted player, press B. A screen listing the 
available bench players appears. 

4. Highlight a player, and press ES to insert that player into the lineup. 
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STATISTICS MENU 

View stats for the current game or, if available, the current series. 

TEAM STATS Go to the Team Stats screen to view both teams’ 
statistics for the current game. 

PLAYER STATS Go to the Player Stats screen to view statistics for NBA 
players. The team you control is shown by default. 

USER STATS Go to the User Stats screen to view stats (sorted by 
Controller) for all human players participating in the 
current game. 


STRATEGY MENU 


Settings 

Go to the settings menu to select team options. 


AUTO Toggle ON/OFF. When set to ON, the computer subs 

SUBSTITUTIONS for tired players automatically, and also manages your 
time outs when you’re behind late in a game. 


AUTO SUB Toggle notification of automatic player substitutions 

NOTIFY ON/OFF. 


PLAY Toggle ON/OFF. When ON, an overlay on the game 

NOTIFICATION screen notifies you of the play that is called. 


Offensive Sets 

Go to the Offensive Sets menu to select offensive sets, plays, and 
strategy. You can have the computer automatically choose sets and 
plays, or you can choose three sets/plays to call during the action. 

PLAY CALLING Toggle auto play calling CPU/USER. When CPU is 
selected, the computer chooses offensive sets and 
plays automatically (but you can still call your own plays 
when you want). When set to USER, you call all your 
plays manually, and any play or set you call is run until 
you call another. 

CRASH THE Cycle aggressive rebounding ON/OFF/AUTO. Go after 
BOARDS offensive rebounds aggressively if ON, and get back on 

defense if OFF. AUTO switches aggressive rebounding 
on and off automatically at appropriate times during 
the game. 

Offensive Sets and Plays 

Seven offensive sets are available in NBA Live 97, and each set contains 
a number of plays. 
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To assign the 
highlighted 
play to a button 
Press Left SHIFT 

+ X, Y, or Z 


Animated play 
diagram 


Player with the 
Ball 


# To select a play set, D-Pad t- 

To cycle through the plays for the highlighted set, D-Pad <->■. 

As you select plays, the animated diagram on the right displays the 
motion of the players and the ball. The player with the ball is highlighted. 

In the diagram: 

PG Point Guard SG Shooting Guard 

SF Small Forward PF Power Forward 

C Center 

The first play in each set has an “(a)” for Automatic after it. When an 
Automatic play is selected, the computer randomly chooses a play from 
that offensive set, and then keeps calling plays from that set until another 
set or play is called. If you select a specific play (i.e., any play other than 
“(a)”), that play is run until another is called. 

|| To select the highlighted set/play and assign it to a button, press 
Left SHSFT + X, Y, or Z. The selected play is assigned to that button, 
and any other play assigned to that button is cleared. 

|| To call the appropriate play during the game, press X, Y, or Z. 

|| To exit, press START. The Strategy menu reappears. 

Offensive Quick Plays 

In the NBA, a basic play such as a pick and roll between a point guard and 
a power forward can be the cornerstone of a team’s offensive success. 

In NBA Live 97, you can call your own NBA-style Quick Plays on the fly. 
Quick Plays differ from standard plays in that they are quick, simple, 
and can be run from any set (but do not alter the set). 

Quick Plays are selected and called in the same manner as plays, and any 
button assigned to a Quick Play overwrites any other offensive set or play 
assigned to that button. The diagrams show a typical situation in which 
the Quick Play can be called. However, the plays will execute differently 
depending on which player calls the play and where the player is located 
on the court. Experiment for best results. 
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To call the appropriate play during the game, press Left SHIFT + X, Y, 
or Z. 

H To exit, press START. The Strategy menu reappears. 


Defensive Sets 

Go to the Defensive Sets screen to select defensive sets. 

PLAY CALLING When set to CPU the computer selects defensive sets 
automatically. When set to USER, any defensive set you 
call is maintained until you call a different set. 

DEF. PRESSURE Select LOW, MED, or HIGH defensive pressure. Higher 
pressure may lead to more steals, but also more fouls. 

Defensive Sets 

Five defensive sets are available, including man-to-man and trapping 
sets. The clipboard diagram on the right side of the screen shows the 
alignment for the highlighted set. Sets are selected and called in the 
same manner as offensive sets, except that there are no individual 
plays — only basic sets. 


Def. Quick Plays 

The five Defensive Quick Plays let call defensive plays on the fly without 
altering your basic defensive set. 

INTENTIONAL Computer players try to foul the ballhandler to stop 
the clock. 

Computer players try to double-team the ballhandler. 
Your guards break off of their coverage to set up a fast 
break opportunity. 

Computer players drop down into the key and clog up 
the middle. 

Computer players go into a full-court press. 

Defensive Quick Plays are selected and called in the same manner as 
offensive quick plays. 


FOUL 

DOUBLE TEAM 
FAST BREAK 

COLLAPSE 

PRESS 


Defensive Matchups 

Go to the Defensive Matchups screen: 

1. To change the matchup for the highlighted player, press B. 

2. Highlight the player you want to guard, and press B again. The player 
who was guarding the man you selected now guards your original man. 

# To toggle double-teaming on the highlighted matchup for the high- 
lighted player, press A. 

# To toggle defensive pressure on the highlighted matchup, press C. 
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CAMERA OPTIONS 


Select camera angles. 

# To reset camera defaults, press A. 


CAMERA 
ZOOM IN KEY 
ZOOM 

REVERSE ANGLE 


Cycle through 8 available camera angles. 

Toggle ON/OFF. 

Adjust the zoom of the camera LOW/MED/HIGH. 

Toggle ON/OFF. Check out the action from the other 
side. 


FREE THROW Cycle through the different free throw camera angles. 

AUTOMATIC Toggle auto instant replays ON/OFF. 

REPLAY 

PLAY OPTIONS MENU 


Jump to the various options menus or quit the game in progress. 


SET RULES 

SET OPTIONS 
USER SETUP 

CONFIGURE 

CONTROLLER 


Go to the Rules Menu (p. 6) to change rules and 
simulation options. 

Go to the Options Menu (p. 7). 

Change controller options (but not your user name). 
(See Player Setup Screen on p. 7.) 

Cycle through different control configurations. 


QUIT 

m Select QUIT GAME to exit and return to the Game Setup menu. 
Select CANCEL to return to the game in progress. 


END OF THE QUARTER/HALF/GAR/IE 

End of the Quarter: The buzzer sounds, play stops, and the score 
is displayed. Press START, and the Game Statistics screen appears. 

Press START to continue, and the teams return to the floor. 

End of the Half: After the score is displayed, the Game Statistics screen 
appears. Press START to continue after each screen. When play resumes, 
all uninjured players regain most, if not all, Stamina. 

End of the Game: After the final buzzer, the final score is displayed. 

Press START, and the Game Statistics are displayed. Press START after 
each screen, and the stats of the Player/User of the Game are displayed. 
Next, the Postgame menu offers stats and replay options. When you’re 
through looking at the screens, press START to go to the Game Setup 
menu. 
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From the Roster Setup menu, you can trade players as well as create 
Custom players to change the roster and starting lineup for any team(s). 


Note: Team rosters are determined by actual NBA rosters as of 

January 16, 1997. Some players are not included in the game 
for legal or contractual reasons. 

VIEW/REORDER Go to the Team Roster screen. (See p. 19.) 

ROSTERS 

TRADE PLAYERS Go to the Trade Players screen. (See p. 19.) 

CREATE PLAYERS Go to the Create Players screen. (See p. 20.) 

RESET ROSTERS Go to the Reset Rosters screen. (See p. 21.) 


TEAM ROSTER SCREEN 

The Team Roster Screen allows you to change the roster slots for the 
players on your team. The first 5 players on the roster are the starters. 

To select a team, press Right SHIFT/Left SHIFT. 

W To cycle through the statistics/ratings for the players, D-Pad 
9 To change stat layer, press Y. 

# To view player’s action photo, press A. 

To compare players, press C. 

II To exchange the roster slot of two players, highlight a player and 
press B. Highlight a second player, and press B again. The players 
switch roster slots. 


Note: Only 12 players are allowed to suit up for a game. If you want 
to use a player, he must occupy one of the first 12 roster slots. 


TRADE PLAYERS SCREEN 

You can trade players between your team and any other team, as well as 
pick up created players from the Free Agents pool. You’re the GM here — 
you make the deals! 

1. Select TRADE PLAYERS from the Roster Setup menu. The Trade Players 
screen appears. 

2. Highlight the player you wish to trade, and press B. 
i][i To cycle through the NBA teams, D-Pad 

§j[; To view a player, press A. 

To compare highlighted players, press C. 
m To cancel changes and exit, press X. 

3. Highlight the player you wish to trade for, then press B. (To cancel, press 
X). The players are exchanged, and you return to the Trade Players screen. 
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CREATE PLAYERS SCREEN 

You can create and edit up to 40 players in NBA Live 97. Newly created 
players are placed in the Free Agents pool, and may be picked up by any 
team via trade. 

1. Select CREATE PLAYERS from the Roster Setup menu, and the Create 
Players menu appears. 

2. Select from NEW, EDIT, or DELETE to start your transaction. 


To create a New player: 

1. Choose NEW from the Create Players menu. 

2. Enter a first name for your created player. 

|| To change a letter, D-Pad £. 

# To move to the next letter, D-Pad 
|| To delete a letter, D-Pad 
|| When finished, press B. 

3. Enter a last name for your player in the same manner. When finished, 
press START. The Set Attributes screen appears. 


To select a category, 
D-Pad $ 

D-Pad to set 
Overall ratings 

When finished press 

START. 

The Set Ratings 
screen appears. 



TEAM 

Cycle through the teams/free agents list where the play- 
er is created, D-Pad 

POSITION 

Player’s natural position. 

JERSEY # 

Select a jersey number from 00-99. 

HEIGHT 

Adjust player height. 

WEIGHT 

Adjust player weight. 

HAND 

Select LEFT or RIGHT hand for dribbling and shooting. 

YEARS PRO 

Select the number of years that your player has been 
in the NBA. 

SCHOOL 

Player’s college. 
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PLAYER/FI EAD Change the player’s appearance by cycling through 
various hair colors, hair styles, and facial features. 


II When finished, press START. The Set Ratings screen appears. 



To select a category, 
D-Pad t 

D-Pad <->• to raise/ 
lower ratings. 

When finished press 

START. 

The Create Players 
screen reappears. 


To edit an existing Created player: 

1. Choose EDIT from the Create Players menu, then select a player from 
the Edit Player list screen and press B. The Edit Player screen appears. 

2. Change player features and attributes in the same manner as in the 
Create Player screen. 

To delete an existing Created player: 

You can erase Created players currently in the Free Agents pool. (You can’t 

erase Created players while they’re on the roster of a team.) 

1. Choose DELETE from the Create Players menu, then highlight a player 
from the Delete Player list screen. 

2. Press B, then select DELETE to erase the player. When finished 
press X. The Create Players screen appears. 

t-JVTIP To add a Created player to your roster, select a player (or an 
empty slot if you have one) from your team, and trade for the 
Created player from the Free Agents pool that appears after 
the last NBA team. 

RESET ROSTER SCREEN 

Reset all rosters to the 96/97 season defaults and move all Created 

players to the Free Agents pool. 

|| To reset rosters, select RESET and press B. The Roster screen 
reappears. 

|| To return to the Roster screen, select CANCEL and press B. 



You can take your favorite team through an entire season in NBA Live 97 
and play your way right on to the NBA Playoffs and the Finals. 

STARTING A SEASON 

II To start a season: From the Game Setup menu, select SEASON from 
the MODE option and press START. The Season Settings screen 
appears. 

SEASON SCREEN 

Use this screen to decide which team you want to use to play out the season. 
To cycle through the teams, D-Pad «->. 

# To return to the Season Settings screen, press X. 

* To view the team history, press C. 

o When finished, press START. The Schedule screen appears. 

SEASON SETTINGS SCREEN 

Set the options for your season. 

SEASON LENGTFI Select 28, 56, or 82 (the NBA standard) games. 
PLAYOFF LENGTFI Set the number of games for each playoff round. 

Choose from 5-7-7-7 (the NBA format; 5 games in the 
first round and 7 games thereafter), l-l-l-l, 1-3-3-3, 
or 3-5-5-5. 


ENFORCE TRADE Select YES to bar trades after the trade deadline of 
DEADLINE February 20th, NO to allow trades during the Playoffs. 

IMPORT ROSTER Select DEFAULT to start with the default NBA Live 
rosters, CUSTOM to use your current rosters. 


IMPORT CREATED Select YES to use Created players, NO to leave any 
PLAYERS Created players off your Season rosters. 


FULL PLAYER When set to YES, more memory is used for each 
STAT TRACKING Season file. If set to NO, less is used, but individual 
player stats aren’t saved. 


Press START to continue. The Season Team Select screen appears. 


SCHEDULE SCREEN 

Use this screen to play or simulate games throughout your team’s season; 
view league standings, statistical leaders, and scheduled games; change 
options; or make roster moves. 
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To activate the 
highlighted option, 
press B. 

To jump to the next 
scheduled game, 
press START. 

If the next scheduled 
game is already high- 
lighted, pressing 
START begins the 
game. 



To move through 
your team’s schedule 
by day, D-Pad t- 
(To move by month, 
press Right SHIFT/ 
Left SHIFT.) 


PLAY 

SIMULATE 


STATS 

ROSTERS 

SETUP 

SAVE 


Go to the next unplayed game if it is currently highlighted. 

Simulate the currently displayed game. The results 
of the game appear next to the team logos. If the 
displayed game is not the next unplayed game, you 
are given the option of simulating all unplayed games 
up to the selected game. 

Go to the Statistics screen to view stats, standings, and 
more. See Stats Select Screen below. 

Go to the Rosters Setup screen. (See p. 19.) 

Go to the Season Setup screen (p. 22) to change 
Season options. 

Save Season files. 


To save your season: 

1. Select SAVE from the Schedule screen. A box appears showing the 
name of your saved season. 

2. Press B. The Schedule screen reappears. 

Note: Do not turn off your SEGA SATURN” SYSTEM while in the process 
of saving your game. 


STATS SELECT SCREEN 

This screen lets you view standings, team stats, player stats, and user 
stats. 

STANDINGS Go to the Standings screen to view current standings. 

PLAYER/ Go to stats screens to view stats and/or ratings for the 

TEAM/USER appropriate category. 
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SEASON SETUP SCREEN 


Change options, skip ahead to the playoffs, or abandon the current season. 


STYLE 

LEVEL 

QUARTER 

RULES 

OPTIONS 

PLAYOFFS 


QUIT 


Select CUSTOM, ARCADE, or SIMULATION game style. 
Select ROOKIE, STARTER, or ALL-STAR difficulty level. 
Select 3, 5, 8, or 12 minute quarters. 

Go to the Rules menu. (See p. 6.) 

Go to the Options menu. (See p. 7.) 

Go directly to the Playoffs, with the current standings 
determining Playoff seeding. See The NBA Playoffs 
on p. 25. 

Quit the current Season. 


AFTER THE GAME 

After a Season game, the postgame screens appear as normal. Press 
START to continue, and your series is automatically saved. You then 
return to the Team Schedule screen. 

ENFORCE TRADE DEADLINE 

If the ENFORCE TRADE DEADLINE option in the Season Settings menu 
is set to YES, no trades can be completed after February 20th. On your 
last game before this date, you are asked if you wish to make any trades 
before the deadline passes. Select YES to return to the Team Schedule 
screen to make any trades; NO to continue. 

END OF THE SEASON 

After the end of the Season, select PLAYOFFS to continue. If you made the 
playoffs, see Starting a Playoff Series on p. 25. If you didn’t make the 
playoffs, the Playoff Tree displays the playoff results. Press START to 
return to the Game Setup screen. 
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You can create your own playoff atmosphere any time you want in NBA 
Live 97. You can start with an NBA team in Season play and try to make 
the playoffs, or set up your own custom playoffs using any combination 
of NBA teams. 


STARTING A PLAYOFF SERIES 

When you start a new Playoff series from the Game Setup menu, you can 
choose the teams that play in the series, as well as which teams are 
human-controlled. 

|| From the Game Setup menu, select PLAYOFFS from the MODE option. 
Press START to continue, and the Playoffs screen appears. 

To continue a saved Playoff series: 

Select LOAD from the Game Setup menu and then select PLAYOFF from 
the Load Game screen. 

PLAYOFF SETTINGS 

This screen works identically to the Season Settings screen (p. 22). 

When finished choosing options, press START. The Team Select 
screen appears. 

TEAM SELECT SCREEN 

Select the seeding and human control options for all Playoff teams. 


To toggle conferences, 
highlight the confer- 
ence and D-Pad <-► — 

Playoff seeding 

Teams 


Control (press B 
to toggle between 
CPU and USER).- 



Press X to exit to 
playoff settings. 

Press START to 
advance to the 
Playoff Tree. 

To cycle through 
teams for the 
highlighted spot, 
D-Pad <-►. 

To reset to defaults, 
press A. 


|| When finished, press START. A roster trade warning appears followed 
by the Playoff Tree screen. 
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THE PLAYOFF TREE 

The Playoff Tree screen initially shows the four brackets of the Playoffs 
tree. Player-controlled teams are highlighted in yellow, and the current 
series standings appear next to the team names. As the Playoffs 
progress, additional brackets showing the matchups for the semi-finals 
and the Finals appear. 

Playoff ranking 
Teams 


D-Pad l to cycle 
through the brackets 


Current bracket is 
highlighted 


Simulate next game 



PLAY Proceed to the next game. Games involving a human 

controlled team are played; other games are simulated. 
You can also press START to play the next game. 


SIMULATE 

STATS 

ROSTERS 

SETUP 

SAVE 


Simulate the next game for the current series. If no 
other human-controlled teams are present, all other 
current games are also simulated. 

Go to the Stats Select screen (p. 23) to view team, 
user, player, and Playoff leaders stats. 

Go to the Roster Setup menu (p. 19). 

Go to the Playoff Options screen (p. 25) to change 
Playoff options. 

Go the Save screen (p. 23) to save Season files. 
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END OF THE GAME 

After a Playoff game, the postgame screens appear as normal. Press 
START to continue, and your series is automatically saved. You then 
return to the Playoff Tree. 


END OF THE ROUND 

|| If you win your round, the procedure is the same as any other game, 
except when you return to the Playoff Tree your team name is moved 
to the next bracket and you face a new opponent, 
ill If you lose a round, you return to the Playoff Tree screen to see the 
final playoff results. Select STATS to view Playoff stats or EXIT to 
return to the Game Setup screen. 
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ELECTRONIC ARTS LIMITED WARRANTY 

Electronic Arts warrants to the original purchaser of this Electronic Arts software product 
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